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Part 1: Teaching with SimCity 3000 
Introduction 


WHAT IS SIMCITY 3000? 


SimCity 3000 is a city simulator—a dynamic model of urban life, complete with simulated citizens (Sims), traffic, 
commerce, industry, utilities, taxes, and other important aspects of city life. Its graphic interface makes it easy 
enough for children to use. Its flexibility and modeling accuracy make it suitable for adults. 


As an educational tool, SimCity 3000 allows students to learn as they assume the role of mayor. In this role they will 
do such things as: 


¢ Create and manage their own city. 
¢ Determine the effect of terrain on land value. 


e Investigate the relationship between industry, commerce, and residential populations. 


¢ Compare and contrast different types of city layouts. 

e Explore how technological changes affect utilities and pollution. 

e Investigate ways in which to increase public safety. 

e Explore the interdependencies between taxes and city management. 
e Evaluate the costs and benefits of mass transportation. 


¢ Learn about laws and ordinances. 


OUR GOALS 


Our primary goal as producers of educational software is to help people develop an understanding of complex 
systems by providing the means for playing with those systems. To do this, we present complex information in a 
game format, which makes both teaching and learning more exciting. 


Our ultimate goal in creating SimCity 3000 (and other simulations) is to inspire the player to look beyond the 
simulation, transferring the insight gained from playing SimCity 3000 to the real world. SimCity 3000 illustrates what 
is usually abstract for students: that the real world has millions of people in thousands of cities with the same needs, 
wants and hopes, and that we should treat people, cities, the planet, and life itself with respect and care. 


We hope that by capturing what has been, for the most part, thought of in the abstract and by giving students the 
opportunity to participate in typically unfamiliar activities, they will not only learn about cities and city 
management, but will also develop a sensitivity to and appreciation of the delicate balance inherent in the real world. 


SIMULATIONS IN THE REAL WORLD 


SimCity 3000 is part of a series of products from Maxis called System Simulations. In a System Simulation, we 
provide a set of rules and tools that describe, create, and control a system. Simulations such as these are increasingly 
powerful tools that allow researchers in all fields from astronomy zoology to conduct inquiries into areas where 
traditional laboratory methods are not possible or practical. 


Simulations, whether they are modeling real or hypothetical situations, allow the user to change individual variables 


to see how specific changes affect systems. Unlike the real world, simulations allow individual and precise 
manipulation of variables involving anything from climate to the laws of physics to time itself. 


SIMULATIONS IN EDUCATION 


Simulations involve action and behavior rather than just the acquisition of facts. Simulations allow students to study 
processes instead of events. In a simulation, students explore and test new ideas; they discover what happens when 
principles are applied to a situation, rather than merely learn about a set of facts and principles. Students become 
active and powerful participants in the learning process. 


Using a computer simulation like SimCity 3000 is more than a single learning experience; it is an introduction to a 
new tool for research. 


¢ Simulations encourage and require imaginative thinking rather than rote learning. 


¢ Simulations give students experience in decision-making, and allow them to quickly see the consequences 


of their decisions. 


¢ Simulations allow students to become explorers that create and follow their own hypotheses rather than 
mere observers reading what other people have done. 


e Learning becomes student-centered rather than teacher-centered. 


¢ Simulations are particularly appropriate when the inquiry process assumes that knowledge is cumulative 
and constantly expanding. 


¢ Simulations like SimCity 3000 fit easily into interdisciplinary learning. In addition to its use in studying 
social sciences, SimCity 3000 can add excitement to math, statistics, ecology, history, geography, and even 
creative writing. 


¢ Simulations can be used to engage both honor students and at-risk students: those with learning difficulties 
or short attention spans as well as those who do poorly in school because of boredom. 


LIMITATIONS OF SIMULATIONS 


It is important to keep in mind that while simulations offer many possibilities for creativity and inquiry, they also 
have limitations. Simulations, by definition, are not real. As complex as any simulation is, it is nevertheless a 
simplified, artificial system that can in no way come close to the real world in complexity and variety. 


Students must always be alert for limitations of simulations and for differences between the way systems work in 
their computers and the way systems work in real life. In all observations and conclusions, students should consider 
how the simulation’s limitations may have affected their experimental design, the data they were able to collect, and 
the outcome of the experiment. 


In general, when dealing with simulations, specific results may be inaccurate, but general trends, even with simple 
simulations, tend to be highly accurate. 


ABOUT THE SIMCITY 3000 TEACHER'S GUIDE 


This Teacher's Guide is designed to help you to use SimCity 3000 in your classroom with minimal preparation. As 
you and your students explore and play with SimCity 3000, you will develop your own curricular uses, connections, 
and applications to further the program's educational possibilities. When you do, we would appreciate it if you would 
write or e-mail us (see Part 3 for the information) and tell us about it so we can help you share your ideas with other 
educators. 


This guide is divided into three parts: 


Part 1: Teaching with SimCity 3000 gives a general overview of SimCity 3000, discusses simulations in education, 
and describes using SimCity 3000 in your classroom, including the logistics of using SimCity 3000 with different 
numbers of computers. 


Part 2: SimCity 3000 Simulations has three units—each one covers a different subject area. Each unit includes a 
unit summary, background information, and discussion questions for the simulations in the unit. Each simulation 
within a unit gives the objectives for and description of the activity. In some cases, a simulation contains Extension 
Activities that expand on the information covered in the simulation. This part also contains a Getting Started section, 
which explains any preparations that should be done before doing the simulations in class. 


Part 3: Blackline Masters and Resources contains blackline masters for the first lesson in Part 2. You'll also find 
reference sheets that might be helpful for learning the SimCity 3000 controls and selected demographic and 
economic data for five real cities (Chicago, Houston, Miami, New York, and San Francisco). This part also includes 
additional resources and information about the author. 


The activities in this guide give a sample of the activities and subjects that can be addressed using SimCity 3000. We 
hope that these activities will prepare students to formulate plans, take action, and resolve problems. 


You can adapt the simulations and activities in this guide for use in grades 6-12 and beyond. Reorganize the activities 
to suit the subject you are teaching, using them sequentially to form a teaching unit or individually as single learning 


experiences. Because the guide is flexible across a few grades, you may need to adjust the lessons slightly, tailoring 
them to the specific needs of your grade and subject focus. 


Using SimCity 3000 in Your Classroom 


SimCity 3000 can be used to enhance just about any instructional unit. It can stand alone as an enrichment computer 
activity, or it can be used as a pivotal activity connected to other activities and projects done before, during, or after 
using the computer program. Use the lessons in this guide to integrate SimCity 3000 into your curriculum, or to 
create custom lessons to suit your needs. Some options for implementing SimCity 3000 in the classroom include: 

1. | Use SimCity 3000 demonstrations or experiments to introduce a unit. Then set students loose to research the 
subject in other, more traditional, sources such as textbooks, films, libraries, interviews, and personal 
experience. After the research, repeat the same experiment (or another one or two) and the students can view it 
from a position of knowledge. 


2. | Use a SimCity 3000 demonstration or experiment as the culminating activity for a unit, providing an 
opportunity for students to put theory into practice. 


3. Use SimCity 3000 as part of a unit on cities, and sponsor a city-building competition. Award prizes for the 
biggest, the most beautiful, the most profitable, the highest quality of life, etc. Invite other schools to compete 
by modem or host a competition in your school's computer lab. 


SCHEDULING CLASS TIME 


SimCity 3000 is flexible in its time requirements. It can take as little time or as much time as you want it to. If you 
use this Teacher's Guide to its fullest, each unit can take up to four (or more) class periods: 


° If-1 class period for the Jumping-In Discussion. 
¢ 1-2 class periods for the SimCity 3000 simulations and questions. 
° My-1 class period for the Extension Activities. 


WHOLE CLASS INSTRUCTION 


If you have access to an LCD Display for your computer and an overhead projector, the whole class can participate 
together in SimCity 3000 activities. 


¢ One person (student or teacher) facilitates the discussion. 


* One person operates the program, using suggestions from individual students or from teams of students. 


¢ Small groups of students take turns presenting experiments to the whole class. 
GROUP WORK 


Divide the class into groups of three to five students each, assigning each group to a specific day or time with the 
computer. There are several ways to involve the groups: 


¢ Individual model: Each group performs the same activity to replicate, dispute, and verify results. 


¢ Cooperative model: Each group works on a different activity and reports the results to the class. This covers 
more subject matter, and allows for more individual creativity. 


INDIVIDUAL WORK 


Have the students individually complete the SimCity 3000 activities. Later, they can share their findings in groups or 
as a class. 


INDEPENDENT EXPLORATION 


By making SimCity 3000 available for individual students to use during class, before or after school, or in free time, 
you can help students find their own area of interest, and allow them the time to explore and be creative. Don't worry 
—the SimCity 3000 environment is so rich and varied that no amount of independent play can ruin your planned 
lessons. 


COOPERATIVE/COLLABORATIVE LEARNING 


Because SimCity 3000 offers many complex interactions, you will find many opportunities to use cooperative and 
collaborative learning groups. 


1. — Students will learn from one another, both about how to use SimCity 3000 and about the activity in which they 
are cooperatively engaged. 


2. Students can be assigned cooperative roles within a group. Roles can be expanded or combined depending on 
group size. 
3. Collaborative groups will foster discussion and even debate about the concepts being investigated, 


strengthening participation in the exploration and learning process. 


JOURNAL WRITING 


No matter how you decide to implement SimCity 3000 in your classroom, you will find that there are many 
opportunities to integrate journal writing into the lessons. For example, as students work through the activities, you 
might have them record their process of discovery—what they were trying to find out and why, what steps they took, 
what controls and variables they used, and so on. You might also have students record their answers to the Jumping 
In questions in their journals, and then compare and contrast their answers with the new knowledge they gain after 
completing the activities. 


Part 2: SimCity 3000 Simulations 
Getting Started 


BEFORE YOU BEGIN 


To use SimCity 3000, you and your students will need the following basic computer skills: 


¢ Starting an application 

¢ Using a mouse 

¢ Using menus and submenus 
¢ Clicking and dragging 


e Saving and loading files to a floppy or hard disk 


If you don't know how to do all these things, please see the manual that came with your computer. 


TEACHER AND STUDENT PREPARATION 


1. 


Follow the directions on the SimCity 3000 reference card to install SimCity 3000 on your computer(s). 


You and your students won't need to take a crash course in computer literacy in order to use SimCity 3000. As 
a matter of fact, you'll probably find the SimCity 3000 interface very easy to understand and use. However, if 
you want a bit more experience using SimCity 3000, Activity 1 (Basic Building 101) in the City Planning and 
Design Unit gives the basics about SimCity 3000 so that you and your students will get the most out of the 
subsequent lessons. You can also work through the Tutorial that comes with the program. You won't need to 
refer to the Reference Guide or the Tutorial in order to use this guide, except for further clarification if you 
want it. 


Some of the lessons require step-by-step procedures. When covering one of these lessons, you may want to 
write the steps out on a blackboard, or duplicate that portion of the lesson to distribute to each student or 


group. 


Before your students begin the activities, you might want to put a copy of the SimCity 3000 Controls reference 
sheets—see Part 3 for the blackline masters—on the wall for students to refer to. Or, you could simply make 
copies of the pages, laminate them, and place them by the computers. 


If students are working on more than one computer at the same time, you might want to have them all run the 
simulation at the same speed setting, preferably the fastest (African Swallow), so that the class as a whole 
proceeds more or less at the same pace. 


Optional: You might find the Jumping In discussion before each unit's activities more interesting if you have 
done the activities yourself ahead of time. 


Optional: Part 3 includes demographic and economic data on five selected cities in the United States. You may 
want to reproduce these data sheets and hand out copies for students to refer to as a basis for the Jumping In 
discussions before the lessons. In addition, you may want to obtain similar data for your area for comparative 
studies. 


STARTER TOWNS, SAVED CITIES, AND REAL CITY TERRAINS 


Many of the lessons in this guide make use of three types of existing files that come with SimCity 3000. These files 
can be accessed from the Opening Screen of the game, or through the Load option in the Change Settings & Exit 


Menu. 


Starter Towns are prebuilt city "templates" that are based on city planning theories from different times and 
different areas of the world. These templates include transportation, zones, power, water, landfills, and various civic, 
historical, and/or recreational buildings. 


Real City Terrains are starting terrains based on geographic data from real cities all over the world. These files do 
not contain any prebuilt areas. Additional real city terrains are available from the SimCity 3000 web site 
(www.simcity.com). 


Saved Cities are established SimCity 3000 cities that have been allowed to run for many years (SimTime). These 
cities not only have roads, zones, and services in place, they also have a thriving population, modified budgets and 
ordinances, and any problems that the previous mayor may have left behind at the end of his or her term. Additional 
saved cities are also available from the SimCity 3000 web site (www.simcity.com). 


Unit 1—City Planning and Design 


Unit Summary 


In this unit, your students will learn about some of the basic elements of city planning and design, including 
selection of location, zones and zone density, and availability of transportation. (Other aspects of city planning, such 
as the need for services and economic policies are covered in Units 2 and 3 of this Teacher's Guide.) First, students 
will use SimCity 3000 to build a simple city. Next, students will study the relationship between terrain and land 
value. Then students will examine the relationship between residential, industrial, and commercial zones and their 
impact on city development. Next, students will use SimCity 3000's Starter Towns to compare and contrast some of 
the different city layouts that city planners have used over time. Finally, students will investigate the role of 
transportation in city development. 


Background 


Cities contain a number of different elements, including housing; commercial facilities; industry; transportation; 
utilities; medical, government, and educational services; and recreational, cultural, and religious facilities. City 
planning and design involves the physical arrangement of the city according to aesthetic and functional standards as 
well as the development of social, economic, and environmental policies to help encourage the growth and survival 
of the city. Modern city planners must take into account such factors as providing healthy and safe living conditions; 
employment opportunities; zoning (which governs how land may be used and the size, type, and number of 
structures that may be built on the land); methods of transportation and proximity to transportation; types of utilities 
and their impact on the environment; the availability of police, fire, sanitation, and other services; and the economic 
forces that affect a city. In addition, the development of a city must reflect the interests and priorities of the residents 
and businesses within the city in order to help maintain the quality of life that these groups desire. 


Jumping In 


Below are some sample discussion questions to help you get your class talking and thinking about city planning and 
design. Mix, match, tailor, or add questions as you see fit to customize the discussion to your class age and grade. 


e¢ What is a city? What purpose(s) do cities have? 
e¢ Which is more important to a city: streets and buildings, or the things and people in them? 
e« Who designs cities? Who builds them? 


e¢ Where would you prefer to live: near water, on a hill, or on a flat, open area? Why? 


¢ What affect might the location of a city have on the city? On the people in the city? On the industry in the 
city? 


e¢ What is land value? Is it important? Why or why not? 
e What is zoning? Why might zoning be important in city planning? 


e What is industry? Name as many industries in your town as you can and rate them for the number of people 
they employ, the amount of space they take up, the amount of money they make, and the amount of 
pollution they cause. 


¢ What is commerce? Name as many commercial businesses in your town as you can and rate them for the 
number of people they employ, the amount of space they take up, the amount of money they make, and the 
amount of pollution they cause. 


¢ What is the difference between an urban area and a suburban area? 
e¢ What are some of the different ways in which people can move from place to place within a city? 


¢ Suppose you had a choice of living in one of two houses, one of which was close to a well-traveled road and 
the other of which was far from any roads or other forms of transportation. What are some of the 
advantages and disadvantages of each location? In which location would you prefer to live? Why? 


Simulation 1: Basic Building 101 


Objectives 


¢ To create and build a small city using SimCity 3000. 
¢ To familiarize students with the SimCity 3000 program and some of its controls. 


The Activity 


Make copies of the "Basic Building 101" pages (pp. 34-42) to distribute to your students. These pages will lead 
students through the process of starting the program, choosing an area in which to locate the city, zoning areas in the 
city, and adding power, water, and garbage facilities. (Note: This city is not intended to be a "perfect" city—it does 
not have the correct ratio of residential, commercial, and industrial zones, for example, nor does it include 
government services, such as police or schools. Instead, students will be using this city in later simulations as a basis 
for investigating these types of issues.) 


EXTENSION 


¢ Have students load Basic City (from Simulation 1: Basic Building 101). Then have them click on each button on 
the Main Toolbar to identify the different elements available for city building within SimCity 3000. Have them list 
the different elements on a separate piece of paper. Discuss how the different city elements in SimCity 3000 
compare with those elements found in real cities. What elements are the same? What elements are missing? 
Which elements are necessary for city life? Which of the elements would students want to have available where 
they live? Why? Which of the elements would students not want near where they live? Why? 


Simulation 2: Location, Location, Location 


Objectives 
¢ To investigate the effects of terrain on land value and building limitations. 
The Activity 


In this simulation, students explore a thriving city to investigate how different elevations and water affect land value. 
Students will discover that land near water or at elevations higher than average have a higher land value than other 
areas. 


Have students perform the following actions: 
1. Start SimCity 3000 and load Big Mountain City (a Saved City that comes with the program). 


2. Click on the Layer Views button in the Information Bar to open the View City Layers Window. Select the Land 
Value layer view from the City Layer Views Menu, and click the Apply button. This will display the land value 
of the city in the City View Window. The higher the intensity of blue, the higher the land value. Click on the 
checkmark to close the View City Layers Window. 


3. Scroll around the city. Use the Query tool to get actual land values and elevations. In general, which areas have 
the highest land values—those near water, those with higher than average elevations, those with lower than 
average elevations, or those on flat, open areas? 


4. Do not save this simulation. 


FOLLOW UP: Have the students discuss the following questions 

¢ How does terrain affect land value in SimCity 3000? 

e¢ What are some of the advantages of building on flat, open land? What are some of the possible disadvantages? 

e¢ What are some of the advantages of building on hills or mountains? What are some of the possible disadvantages? 

¢ What are some of the advantages of building near water? What are some possible disadvantages? 

¢ What type of terrain would you want for each of the following types of cities: a large, sprawling city, a city that is 
a trading center, a summer vacation city? Why? 

¢. In additional to terrain, what other factors might have an effect on land value? 


EXTENSIONS 


¢ Have students view some of the different real city terrains that come with the program, such as San Francisco, 
New Orleans, Houston, and Hong Kong. Ask them to discuss the possible advantages and disadvantages that each 
terrain presents for a city planner. How might the terrain of an area affect the overall population that the area can 
support? 

¢ Have students use one of the real city terrains that come with SimCity 3000 as a basis for building a city. (You can 
also import local terrains into the program—directions for importing USGS maps into SimCity 3000 are available 
at the SimCity web site (http://www.simcity.com).) After students have built their cities, have them discuss how 
the cities they built are similar and different from each other. How did they incorporate the terrain into the city 
plan? If time permits, show students a map of the real city. Have them compare and contrast the cities they built 
with the real city. 


Simulation 3: Zoned Out 


Objectives 


¢ To explore the relationship between residential, industrial, and commercial zones. 


¢ To compare and contrast the effects of different zone densities. 
The Activity 


In this simulation, students will run three simulations to compare the demand for different zone types within a city. 
First, they will use the city they created in Basic Building 101 to observe the population growth within equal-size 
residential, commercial, and industrial zones over a two-year period (SimCity 3000 time). They will find that they 
need to increase the size of the residential and industrial zones, and decrease the size of the commercial zone to 
better meet the demands of the city. Next, they will use the population values to try to determine a relationship 
between the demand for different zone types and adjust the size of the three zones to better fit the demands of the 
city. After calculating the percentage of population in each zone, they will discover that the demand for the different 
zone types basically follows the relationship residential equals industrial plus commercial (R = I + C). Finally, they 
will rezone the areas for different densities to observe how zone density affects the overall population of the city. 
Students will see that a higher zone density allows more residents to live in a given area. 


Have students perform the following actions: 
1. Simulation A: Start SimCity 3000 and load in Basic City (the city from Simulation 1: Basic Building 101). 
Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 


checkmark to close the Preferences Window. 


2. Click on the Run Simulation button to start the simulation. Run the simulation for two years (Sim time), then 
click on the Pause Simulation button to pause the simulation. 


3. Scroll around the city. Do all of the squares in all of the zones have buildings on them? If not, which zone or 
zones contain empty squares? 


4. Examine the RCI Indicator. Which zones, if any, are in demand? Which, if any, are not in demand? 

5. Select the View Data option from the Adjust & Review Menu to open the View Data Window. Use the Graphs 
tool in the View Data Window to view the residential, commercial, industrial, and total city populations over 
time. On a separate sheet of paper, record the value for each population. 

6. Use the information you recorded to calculate the following: 
¢ The percentage of the city size that is residential. (Round to the nearest 10 percent) 
¢ The percentage of the city size that is industrial. (Round to the nearest 10 percent) 
¢ The percentage of the city size that is commercial. (Round to the nearest 10 percent) 

7. Donot save your current city. 

8. Simulation B: Reload Basic City, and disable the Disasters option in the Preferences Window. 

9. Using the percentages you obtained in Simulation A, rezone your city to match those percentages. For example, 
if you found 50% of the city population was devoted to residential, rezone your city so that half of the squares 
are zoned as residential. Do the same for the commercial and industrial sections. 


10. Run the simulation for two years, then click on the Pause Simulation button to pause the simulation. 


11. Scroll around the city. Do all of the squares in all of the zones have buildings on them? If not, which zone or 
zones contain empty squares? 


12. Examine the RCI Indicator. Which zones, if any, are in demand? Which, if any, are not in demand? 


13. Use the Graphs tool in the View Data Window to view the residential, commercial, industrial, and total city 
populations over time. On a separate sheet of paper, record the value for each population. 


14. Use the information you recorded to answer the following: 
¢ Compare the resident population of the two simulations. Did the resident population increase, decrease, or stay 
the same when you rezoned the area? 
¢ Compare the industrial population of the two simulations. Did the industrial population increase, decrease, or 
stay the same? 
* Compare the commercial population of the two simulations. Did the commercial population increase, 
decrease, or stay the same? 
¢ Compare the total city size of the two simulations. Did the total city size increase, decrease, or stay the same? 


15. Do not save your current city. 

16. Simulation C: Reload Basic City again, and disable the Disasters option. 

17. Rezone only the residential area as a medium density area. 

18. Run the simulation for two years, then click on the Pause Simulation button to pause the simulation. 
19. Examine the RCI Indicator. Which zones, if any, are in demand? Which, if any, are not in demand? 


20. Use the Graphs tool in the View Data Window to view the residential, commercial, industrial, and total city 
populations over time. On a separate sheet of paper, record the value for each population. 


21. Use the information you recorded to answer the following: 
¢ Compare the resident population of the Simulation A and this simulation. Did the population increase, 
decrease, or stay the same when you rezoned the area? 
¢ Compare the industrial population of the Simulation A and this simulation. Did the population increase, 
decrease, or stay the same? 
¢ Compare the commercial population of the Simulation A and this simulation. Did the population increase, 
decrease, or stay the same? 
¢ Compare the total city size of the two simulations. Did the total city size increase, decrease, or stay the same 
when you rezoned the area? 


22. Do not save this city. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 

e Is there any correlation between the residential population and the other populations in the city? If so, how could 
that relationship be expressed as an equation? 

¢ How did changing the density of a zone affect the population of that zone? How did it affect the overall city size? 

¢ What might cause the demand for the different types of zones? 


Extensions 


¢ Have students investigate how the overall size of the city might influence the ratio of residents, industry, and 
commerce in a city. Have them predict whether or not the size of the city might change the population ratios 
within the city. Then ask them to load a number of SimCity 3000 cities with varying populations and compare the 
populations of the different zones. Discuss the findings and whether or not they support the students’ predictions. 

¢ See if your local city hall can provide a zoning map of your city that the class can look at. Find out if there are any 
zoning changes planned, and have the students try to model these changes in SimCity 3000. 


Simulation 4: A Fashion Statement 


Objectives 
¢ To compare and contrast some historical city layouts. 
The Activity 


In this simulation, students will use SimCity 3000's Starter Towns to compare the physical layout of a suburban city, 
an urban city, and a city that is a combination of both. Students will find that in suburban cities, residential areas 
tend to be set apart from the "downtown" commercial area of the city, while in urban cities, the commercial zones 
and residential zones are intermingled. 


Have students perform the following actions: 
1. Start SimCity 3000 and load Suburbia (a Starter Town that comes with the program). 


2. Scroll around the area and look at how the city is arranged. Are the different zoned areas close to each other or 
spread out over a distance? In general, how are the different areas connected—by roads, freeways, or rail? Are 
the main residential zones close to the "downtown" commercial area, away from the downtown area, or part of 
the downtown area? 


3. Click on the Meet button to open the Meet Window. Then click on the City Planner Advisor button. Select 
Briefings from the City Planner Topic Menu, then double click on the "Starter Town: Suburbia" Briefing to 
read about the city's design. What problems did city planners try to address when creating this city's layout? 


4. Select the Load Starter Town option from the Change Settings & Exit Menu. Then select Checkerboard City 
from the list of Starter Towns that appears. 


5. Scroll around the area and look at how the city is arranged. Are the different zoned areas close to each other or 
spread out over a distance? In general, how are the different areas connected—by roads, freeways, or rail? Are 
the main residential zones close to the "downtown" commercial area, away from the downtown area, or part of 
the downtown area? 


6. Click on the Meet button to open the Meet Window. Then click on the City Planner Advisor button. Select 
Briefings from the City Planner Topic Menu, then double click on the "Starter Town: Checkerboard City" 
Briefing to read about the city's design. What problems did city planners try to address when creating this city's 
layout? 


7. Select the Load Starter Town option from the Change Settings & Exit Menu. Then select Riverfront City 
from the list of Starter Towns that appears. 


8. Scroll around the area and look at how the city is arranged. Are the different zoned areas close to each other or 
spread out over a distance? In general, how are the different areas connected—by roads, freeways, or rail? Are 
the main residential zones close to the "downtown" commercial area, away from the downtown area, or part of 
the downtown area? 


9. Click on the Meet button to open the Meet Window. Then click on the City Planner Advisor button. Select 
Briefings from the City Planner Topic Menu, then double click on the "Starter Town: Riverfront City" Briefing 
to read about the city's design. Is this city a suburban city, an urban city, or a combination of the two? What 
problems did city planners try to address when creating this city's layout? 


10. Do not save this city. 


FOLLOW UP: Have the students discuss the following questions 

e Based on the three cities you look at, what are some characteristics of a suburban city? An urban city? 

e What are some of the possible advantages and disadvantages of the following city design elements: residential 
areas set apart from commercial centers, cul-de-sacs, grid designs, public squares, decentralization? 

¢ In which of the three Starter Towns would you prefer to live? Why? 


Extension 
e Have students research the architecture and design of their local area. When was the area built? Who planned the 
town? What design elements were used in the town? Is there a single style integrated throughout the area, or are 


there many different styles? Have students create a poster based on their findings that include photographs or 
illustrations of the city layout. 


Simulation 5: On the Road Again 


Objectives 

¢ To investigate the role of transportation in city development. 
The Activity 
In this simulation, students will create a simple city with a single road and will observe how far from the road 
development takes place. They will discover that in SimCity 3000, residential buildings will be built within 4 tiles of 
transportation, commercial buildings within 3 tiles of transportation, and industrial buildings within 5 tiles of 
transportation. Next they will add additional roads and/or other transportation systems to see if they can increase 
development in their city. 


Have students perform the following actions: 


1. Start SimCity 3000 and select the New City option. Make sure the settings are set to Easy, 1950, and Small 
City. Then click on the checkmark. 


2. When the Terrain Window opens, Accept the first terrain that is offered. 
3. Use the Build Road tool to create a single straight road that is approximately 50 tiles long. 


4. Create residential, commercial, and industrial zones along the length of the road. The zones can be as large as 
you want, but they should extend at least 6 tiles on either side of the road. 


5. Place power, power lines (if necessary), water, and water pipes in the city. 


6. Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


7. You will be using this city for several simulations, so before you run the simulation, save the city as 1RoadTown. 

8. Click on the Run Simulation Button to start the simulation. Run the simulation for two years. Then pause it. 

9. Use the Zoom In Button to zoom in on your city. Then scroll around the city. Do all of the squares in all of the 
zones have buildings on them? If not, are the buildings that do appear next to the road or away from the road? 


How far off the road (in tiles) do the farthest residential buildings appear? How far off the road do the farthest 
commercial buildings appear? How far off the road do the farthest industrial buildings appear? What is the total 


population size for this city? Record your answers on a separate sheet of paper. 
10. Do not save this simulation. 
11. Simulation B: Reload the original 1RoadTown. 


12. Add additional roads and/or other forms of transportation such as trains or subways to your city. Use your 
answers from the previous simulation to try to place the transportation in such as way that promotes building in 
all of the zones. 


13. Test your design by running the simulation for two years. Then pause the simulation. 


14. Do all of the squares in all of the zones have buildings on them? If not, how far from transportation (in tiles) are 
the squares that do not have buildings? What is the total population size for this city? Record your answers on a 
separate sheet of paper. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions 
e¢ Which of the cities developed faster in the first two years? Why? 

¢ Did adding transportation in Simulation B change the development of the city? Why or why not? 

¢ How might proximity to transportation influence the development of a real city? 


Extension 


¢ Have students use 1RoadTown (from Simulation 4) to observe the effects of mass transportation on traffic. First 
have them run the city for two years and observe the increase in traffic as the city develops. Then have them pause 
the game and add bus service along the road. Have them run the simulation for two more years. What happens to 
the overall traffic? Why? 


Unit 2—City Services 


Unit Summary 


In this unit, your students will investigate some of the services a city provides. First, students will compare and 
contrast different types of power plants for cost effectiveness and pollution produced. Next, they will discover why 
sanitation services are important in a city. Then students will investigate methods for decreasing crime in a city. 
Finally, students will investigate ways in which recreational and cultural facilities affect the lives of the citizens 
within the city. 


Background 


The development and growth of a city is totally dependent on the services it provides: utilities, such as power, water, 
sanitation, and telecommunications; government services, such as law enforcement, fire protection, transportation, 
and education; and recreational and cultural services, such as public parks, zoos, museums, and libraries. The 
availability (or lack thereof) of these services affects the value of land, the desirability of neighborhoods throughout 
the city, and ultimately, the quality of life in the city. 


A city cannot function with utilities. Utilities supply the power to run lights and house appliances, provide clean 
water for drinking and bathing, or remove the waste materials that can choke a city. As with many things in the real 
world, there are tradeoffs for providing these necessities, including high costs and pollution. 


Each type of government service affects a city on many levels. For example, police departments lower the crime rate, 
which in turn raises property values. Mass transportation reduces the amount of traffic on the streets, which in turn 


decreases the amount of pollution in an area. Schools and colleges increase the overall education level of the 
population, which in turn increases the economic potential of the workforce. And parks and recreational facilities 
provide visual relief and places for play, which increases the overall well-being of the population. 


Jumping In 


Below are some sample discussion questions to help you get your class talking and thinking city services. Mix, 
match, tailor, or add questions as you see fit to customize the discussion to your class age and grade. 


¢ Name and discuss as many different government services as you can think of. Why do these services exist? 
What kinds of buildings do they require? Who pays for the services? 


¢ Do you think government services and facilities always have a positive effect on a city? Why or why not? If 
not, what are some of the negative effects that the service or facility might produce? 


e¢ What are utilities? What are the different utilities needed to make a city run? 


e If you were running a city and had to choose between a cheap, polluting power plant or an expensive, clean 
power plant, which would you choose? Why? 


¢ What would happen if there were no garbage collection in your area? How might the lack of sanitation 
service affect your mood? Your health? The attractiveness and value of the area? 


¢ What are some of the factors that might affect the crime rate in a city? What are some ways in which the 
crime rate might be reduced? 


e Discuss the concept of "quality of life." What types of things contribute or detract from it? 


e Ifyou ran a city and wanted to attract people, what types of services and facilities might your supply? 


Simulation 1: Power to the People 


Objectives 
¢ To compare and contrast different types of power plants. 
The Activity 


In this simulation, students will replace the power plants in an existing city with different kinds of power plants to 
observe the costs and the effects on pollution of each type of power plant. Students will discover that the price per 
megawatt of non-polluting power plants tends to be higher than that of polluting power plants. They will also 
discover that in some cases, the number of power plants needed to generate enough electricity to power the city is 
either unreasonable (as in the case of windmills) or more polluting than smaller numbers of power plants that 
actually generate more pollution per plant (as in the case of gas power plants). 


Have students perform the following actions: 
1. Start SimCity 3000 and load Riverland (a Saved City that comes with the program). 


2. Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


10. 


11. 


12, 


13. 


14. 


Select the View Data option from the Adjust & Review Menu to open the View Data Window. Click on the 
Charts button. Select Electricity. What type of power does this city current use? How much power (in 
megawatts) is used each year? Based on this number, approximately how much power is used each month? 


Open the Pollution Data Map in the View Data Window. Select Air Pollution to view the Air Pollution Data 
Map. Click on Use as Map to use this map as your Navigation Map. 


Use the Graphs tool in the View Data Window to view the pollution level over time. On a separate piece of 
paper, record the value for pollution over the past year. 


Open the Build Power Plant Menu. Click on each type of power plant to view information about that plant. For 
each type of power plant listed calculate the following: 

e The number of this type of power plant required to produce equal or greater amounts of power than is used 
by the city each month. 

e The cost of placing this number of power plants. 

e Whether or not this type of power plant generates pollution. 


Locate the two power plants in this city (they are on the Northeast side of the city). Use the Bulldozer tool to 
remove the power plants. Save this city as PowerCity. 


Open the Power Plant Menu and select the Coal plant. Place the number of Coal power plants you calculated in 
Step 6 in the area where the previous power plants used to be. 


Run the city for one year (Sim Time). Keep an eye on the Navigation Map. Is pollution increasing, decreasing, 
or remaining about the same over time? At the end of a year, Pause the simulation. 


Use the Graphs tool in the View Data Window to view the pollution level over time. On a separate piece of 
paper, record the value for pollution over the past year. 


Without saving the city, reload PowerCity. Repeat steps 8-10 using Oil power plants. 
Without saving the city, reload PowerCity. Repeat steps 8-10 using Gas power plants. 
Without saving the city, reload PowerCity. Repeat steps 8-10 using Solar power plants. 


Without saving the city, reload PowerCity. Repeat steps 8-10 using Fusion power plants. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 


What is the cost per megawatt for each type of power plant? Based on these numbers, which type of power plant 
is most cost effective? 

Why aren't windmills a practical source of power for this city? 

Some of the power plants produce no pollution. When you used these power plants did the level of pollution go to 
0? If not, why not? What might be some other possible sources of air pollution in the city? 

Normally, gas power plants produce less pollution than oil power plants. Did you find this to be the case in this 
simulation? If not, what are some possible reasons why not? 

If given the choice between using solar power, fusion power, or microwave power, which source would you use? 
Why? 


Extension 


Have the students investigate what happens when the power plants in a city do not produce enough to meet the 
power demands of the city. Ask students to load Riverland again and use the Bulldozer to remove one of the 


power plants. Then run the simulation for several years. Discuss what happens. 


Simulation 2: Talking Trash 


Objectives 
¢ To observe how sanitation services affect a city's pollution levels and land value. 
The Activity 


In this simulation, students will observe what happens when a city's sanitation services are removed. First students 
will run a simulation for a year for a city that has a landfill to observe the amount of garbage pollution that 
accumulates. Then they will remove the landfill and run the simulation for another year to observe what happens to 
the garbage, the level of garbage pollution, and the land value of the area. 


Have students perform the following actions: 
1. Start SimCity 3000 and load CheckerBoard City (a Starter Town that comes with the program). 


2. Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


3. Locate the landfill (near the power plants). Use the De-zone tool from the Zone Tools Menu to remove all but a 
2 = 2 area of the landfill from the city. 


4. Run the simulation for one year (Sim time), then click on the Pause Simulation button to pause the simulation. 


5. Zoom in and scroll around the city. Do you see any garbage in the city? Select the View Data option from the 
Adjust & Review Menu to open the View Data Window. Select the Pollution Data Map, and click on Garbage 
Pollution to view the Garbage Pollution Map. Does the Garbage Pollution Map confirm your observations? 


6. Use the Query tool to determine the amount of garbage in the landfill. 


7. Predict what would happen to the garbage in the city if the landfill filled up. How might this affect the land value 
in the city? 


8. Run the simulation for another year, then click on the Pause Simulation button to pause the simulation. 


9. Zoom in and scroll around the city. Do you see any garbage in the city? Select the View Data option from the 
Adjust & Review Menu to open the View Data Window. Select the Pollution Data Map, and click on Garbage 
Pollution to view the Garbage Pollution Map. Does the Garbage Pollution Map confirm your observations? 


10. Use the Graphs tool in the View Data Window to view the land value over time. Did the land value rise, 
decline, or remain about the same over the year? 


11. Do not save this city. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 

e Were your predictions accurate? Why or why not? 

e¢ What might happened once a landfill is filled to capacity? How could you test this? 

¢ In addition to pollution levels and land values, what other elements of a city might be affected by a lack of 
sanitation service. Explain your answer. 


Extensions 


e Research garbage facilities in your area. How is the garbage collected disposed of? What percentage of the 
garbage is recycled? 


¢ Gather information on sanitation worker strikes that have occurred in large cities, such as New York City. What 


happened when the workers went on strike? What was the public's reaction to the strike? How was the situation 
resolved? 


Simulation 3: It's About Crime 


Objectives 
¢ To discover methods for reducing crime in a city. 
The Activity 


In this simulation, students will run three simulations to observe the effects of police service on crime rates. First, 
students will load a starter town that comes with one police station. They will run the simulation for a year and 
record the crime level at the end of the year. In the second simulation, students will repeat the simulation after 
adding a second police station. And in the third simulation, students will use a second police station as well as a jail. 
They will then compare and contrast the results. Students will discover that adding police stations reduces crime in 
the city, and adding jails increasing the effectiveness of the police stations. 


Have students perform the following actions: 
1. Simulation A: Start SimCity 3000 and load Suburbia (a Starter Town that comes with the program). 


2. Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


3. Run the simulation for one year (Sim time), then click on the Pause Simulation button to pause the simulation. 


4. Select the View Data option from the Adjust & Review Menu to open the View Data Window. Use the Graphs 
tool in the View Data Window to view the current crime level. Record this value on a separate piece of paper. 


5. Select the View Data option from the Adjust & Review Menu to open the View Data Window. Click on the 
Crime Data Map button in the View Data Window to view the level of crime in the city. Click on Use as Map 
to use the crime map as the Navigation Map. 

6. Refer to the crime navigation map as you scroll around the city. In general, which types of areas have the 
heaviest crime rates? Is there any crime in the area protected by the police department? What would be a good 
location for a second police department? Why? 

7. Do not save this city. 


8. Simulation B: Reload Suburbia, and make sure the disaster preference is disabled. 


9. Place a second police department in the location you selected in Step 6. 


10. Run the simulation for one year, then click on the Pause Simulation button to pause the simulation. 


11. Use the Graphs tool in the View Data Window to view the current crime level. Record this value on a separate 
piece of paper. 


12. Do not save this city. 

13. Simulation C: Reload Suburbia, and make sure the disaster preference is disabled. 

14. Place a second police department in the same location you used in Simulation B. Then add a jail to the city. 
15. Run the simulation for one year, then click on the Pause Simulation button to pause the simulation. 


16. Use the Graphs tool in the View Data Window to view the current crime level. Record this value on a separate 
piece of paper. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions 

e Is the crime rate in Simulation B higher, lower, or about the same as the crime rate in Simulation A? 

e Is the crime rate in Simulation C higher, lower, or about the same as the crime rate in Simulation B? 

¢ Do jails increase the effectiveness of the police force? Explain your answer. 

¢ Ifyou added more police stations, so that the coverage area of the stations covered the whole city, you could 
effectively reduce the crime rate to zero. Do you think the same is true in a real city? Why or why not? 


Extension 
e Have students devise an experiment to see how fire stations (or lack thereof) affect the chance of fires within a 


city. After students devise their tests, have them test their predictions using SimCity 3000. Remind students that in 
order for fires to occur in the program, the disasters setting must first be turned on. 


Simulation 4: SIMS Just Want To Have Fun! 


Objectives 


¢ To observe how recreational and cultural facilities affect both the land value of a city and the Sims’ well 
being. 


The Activity 


In this simulation, students will compare and contrast the aura and land value levels of two cities, one of which 
contains recreational facilities and services and the other of which doesn't. Students will find that the overall aura 
(the happiness level of the Sims in a city) and land value levels are higher in the city that contains recreational 
facilities and services. 


Have students perform the following actions: 
1. Start SimCity 3000 and load Basic City (from Simulation 1: Basic Building 101, Unit 1). 


2. Find a flat area away from the city. Build another city identical to Basic City. Be sure to include a power plant, 
water, and garbage facilities, using the same types and sizes that you used for Basic City. 


3. Around the outside of the road next to one of the cities, place a police station, a school, a hospital, and a 
museum or library, as well as different park and recreational facilities. Do not place any additional services or 


facilities near the second city. Which city do you think the Sims will be happier living in? Why? Which city do 
you think will have a higher land value? Why? Record your predictions. 


4. Run the simulation for one year (Sim time), then click on the Pause Simulation button to pause the simulation. 


5. Select the View Data option from the Adjust & Review Menu to open the View Data Window. Select the Aura 
Data Map. In general, which city has a higher aura level, the one with services and recreational facilities or the 
one without? 


6. Select the Land Value Data Map in the View Data Window. In general, which city has a higher land value, the 
one with services and recreational facilities or the one without? 


FOLLOW UP: Have the students use the information they recorded to answer the following questions 

e Were your predictions accurate? Why or why not? 

¢ Suppose that the city was low on cash. Which would you provide first, services, such as fire and police; 
educational facilities, such as schools and colleges; or recreational areas, such as parks and playgrounds? Explain 
your answer. 


Extension 


¢ Have students research the different residential and cultural facilities in their area. Create a class list of the 
different items. Then ask the class to rank the items in order of desirability. Which types of facilities were the 
most desirable? Why? Which were the least desirable? Why? 


Unit 3—City Management 


Unit Summary 


In this unit, your students will explore some of the financial and political aspects of city management. First, students 
will learn how to set tax rates in SimCity 3000 and will investigate how tax rates affect the city. Next, students will 
discover what happens when the budget for mass transportation is cut. Then students will examine some of the city 
ordinances that exist in SimCity 3000 and analyze the impact of such ordinances. Next, students will study the fiscal 
and social impact of import and export deals with neighboring cities. Finally, students will explore some of the 
effects of urban renewal on land value. 


Background 


The art of city management depends on funding and budgeting. Most of the revenue for cities comes from taxes. 
Other sources of income include such things as user fees, dividends from investments, special assessments, bonds, 
sale of properties, and federal grants. This money is then spent on services and building and maintaining the city's 
infrastructure. In most cities, the city government is bound by law to a balanced budget. The overall goal is to set 
reasonable tax rates and budget expenditures carefully so as to make enough surplus to continue growing and 
expanding, without taxing the citizens, workers, and businesses so much that they leave the area or revolt. The mayor 
of the city, along with other elected and appointed officials such as supervisors, council members, or city managers, 
determine municipal policies. These policies include such things as zoning, setting tax rates, budgeting, and passing 
ordinances. 


One of the important aspects of city economics is land value. The value of land determines the both the types of 
buildings that can be built in an area and the amount of taxes generated by that area. Many things affect land value, 
including transportation access, crime, pollution, population density, and proximity to open spaces, bodies of water, 
and amenities. When an area declines in value, the city may step in and implement urban redevelopment or renewal 


programs to help rehabilitate the area. 
Jumping In 


Below are some sample discussion questions to help you get your class talking and thinking about city management. 
Mix, match, tailor, or add questions as you see fit to customize the discussion to your class age and grade. 


¢ How does a city get money? Who decides what that money is spent on? 

e What are taxes? Why are taxes important? How are they collected? How are they used? 

e What types of taxes are there? How are these taxes different? 

e¢ What is a budget? What does it mean to "balance the budget"? 

e What are some of the things that might happen if a city's budget doesn't properly cover city services? 


e What is mass transportation? What are some of the advantages and disadvantages of this form of 
transportation? 


e¢ What is a strike? Is a strike an effective method for letting government officials know how people feel about 
those officials’ decisions? Why or why not? 


e What are laws and ordinances? Who invents them? Who approves them? 
¢ In addition to the effects of terrain, why might different areas of cities have different land values? 


e¢ What is urban renewal? What role does the government play in urban renewal programs? 


Simulation 1: ''Show Me the Money!"' 


Objectives 


¢ To investigate how tax rates affect the citizens of a city and the city budget. 
¢ To observe how people react to government decisions. 


The Activity 


In this simulation, students will compare and contrast what happens to the budget and population of a city as 
residential taxes change. First they will run a simulation for two years (Sim time) with a residential tax rate of 7%. 
Next, they will rerun the simulation with a residential tax rate of 0%. Finally, they will run the simulation with a 
residential tax rate of 20%. Students will discover that when tax rates are low, the population of the city increases, 
and the income of the city decreases. When tax rates are high, the population of the city decreases, and the income 
of the city increases. However, if the tax rates are too high, the residents may move out (or never immigrate in), and 
the tax base of the city will be lower than that of the same city with lower taxes, causing the overall income of the 
city to decrease. 


Have students perform the following actions: 


1. Simulation A: Start SimCity 3000 and load Clocktower Center (a Starter Town that comes with the program). 


10. 


11. 


12. 


13. 


14. 


Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


Run the simulation for two years (Sim time), then click on the Pause Simulation button to pause the simulation. 
Select the View Data option from the Adjust & Review Menu to open the View Data Window. Use the Graphs 
tool in the View Data Window to view the residential, commercial, industrial, and total city population over 
time. On a separate piece of paper, record the value for each population. 

Select the Budget option from the Adjust & Review Menu to open the Budget Window. Record the current 
funds, total income, and total expenditures for the year. If necessary, click on the Income button. Record the 
amount of annual income from Residential taxes, Industry taxes, and Commerce taxes. Is the total income from 
taxes equal to, less than, or greater than the total annual expenditures? 

Do not save this simulation. 


Simulation B: Reload Clocktower Center. Make sure the disaster preference is disabled. 


Select the Budget option from the Adjust & Review Menu to open the Budget Window. If necessary, click on 
the Income button. Use the down arrow to set the Residential taxes to 0. Close the Budget Window. 


Repeat Steps 3-5. 
Do not save this simulation. 
Simulation C: Reload Clocktower Center. Make sure the disaster preference is disabled. 


Select the Budget option from the Adjust & Review Menu to open the Budget Window. If necessary, click on 
the Income button. Use the up arrow to set the Residential taxes to 20. Close the Budget Window. 


Repeat Steps 3-5. 


Do not save this simulation. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 


How does lowering residential taxes to 0% affect the total income the city receives? How does it affect the 
residential population of the city? How does it affect the overall population of the city? 

How does raising residential taxes to 20% affect the total income the city receives? How does it affect the 
residential population of the city? How does it affect the overall population of the city? 

Is it possible that raising taxes could actually decrease the overall income of the city? Why or why not? 

Are the budgets in any of the three simulations balanced? Why or why not? If not, what would you need to do in 
Arteach simulation to balance the budget? 


Extensions 


To study the effects of taxes on industry and city development, have students repeat the simulation keeping 
residential and commercial taxes steady while varying industrial taxes. To study the effects of taxes on commerce 
and city development, have students repeat the simulation keeping residential and industrial taxes steady while 
varying commercial taxes. 


Have students research the tax rates in your area. What types of taxes exist in residential areas? What are the 
rates? What types of taxes exist for industrial areas? What are the rates? What types of taxes exist in commercial 


areas? What are the rates? 


Simulation 2: Three Strikes, You're Out! 


Objectives 


¢ To observe what happens when funding for a city service is cut. 
¢ To explore ways in which to end a strike in SimCity 3000. 


The Activity 


In this simulation, students eliminate the funding for mass transportation in an already established city. They will 
then observe the effects on traffic, moral, and the city budget. Next they will experiment with different ways in which 
to end the strike that occurs when a service is underfunded. 


Have students perform the following actions: 
1. Start SimCity 3000 and load SimIsle (a Saved City that comes with the program). 


2. Select the Preferences option from the Change Settings & Exit Menu. Disable Disasters, then click on the 
checkmark to close the Preferences Window. 


3. Move around the City View Window. What types of transportation are available in this city? Which of these, if 
any, are forms of mass transportation? 


4. Select the View Data option from the Adjust & Review Menu to open the View Data Window. Select the 
Traffic and Transportation Data Map. In general, would you describe the traffic in this city as light, medium, 
heavy, or very heavy? Click on the Use as Map button—the traffic map will replace the current Navigation Map 
so you can easily refer to it as you run the simulation. 


5. Click on Graphs in the View Data Window. View the graphs for city size and traffic. In general, has the traffic 
increased, decreased, or remained about the same for the past year? 


6. Select the Budget option from the Adjust & Review Menu to open the Budget Window. If necessary, click on 
the Expenditures button. What is the current annual funding for mass transit? What are the total current annual 
expenditures for the city? What percentage of the total expenditures is devoted to mass transit? 


7. Slide the Mass Transit funds slider to the far left. This will set the funding for mass transit to zero. 


8. Run the simulation for one year. Keep an eye on the news ticker. Click on any stories that relate to traffic and 
transportation, and record how the Sims react when funding is cut. Also keep an eye on the Navigation Map. In 
general, does traffic increase, decrease, or stay about the same after the funding is cut? At the end of the year, 
Pause the simulation. 


9. Open the View Data Window and click on Graphs. View the graphs for city size and traffic. In general, has the 
traffic increased, decreased, or remained about the same for the past year? Has the city population increased, 
decreased, or remained about the same for the past year? 


10. Open the Meet Window. Double-click on any items related to transportation and traffic to read those items. Is 
one of the items about a transit strike? If so, what reasons are given for the strike? What demands are the transit 
workers asking for in order to end the strike? Close the window without accepting or rejecting the strikers 


demands. 


11. If your transit workers have gone on strike, the following are some possible methods for dealing with the 
situation. Predict the positive and negative effects of each method. Then select one to test. 
e — Allow the strike to continue without increasing funding for the year. 
e Increase funding to its original prestrike level. 
¢ Meet the demands of the striking workers. 
¢ Bulldoze every building associated with mass transit, which effectively fires everyone in that 
department. 


12. Design an experiment to test your prediction. Then make the necessary changes to implement your test. Record 
the amount of money you spend making those changes. 


13. Run the simulation for another year, then pause the simulation. 


14. Open the Meet Window. Read any items related to traffic or transportation. Which of the following best 
describes the current situation: a) the workers are still on strike, b) the workers are back to work, but mass 
transportation is still underfunded, or c) the workers are back to work and mass transportation is well funded? 


15. Open the View Data Window and click on Graphs. View the graphs for city size and traffic. In general, has the 
traffic increased, decreased, or remained about the same for the past year? Has the city population increased, 
decreased, or remained about the same for the past year? 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 

¢ Did lack of funding for mass transportation affect traffic in the city? How? 

e Did lack of funding for mass transportation affect the population of the city? How? 

¢ Which method did you choose to use to deal with the strike? How effective was the method at ending the strike? 
How effective was the method at improving traffic? 

¢ How much money did you spend trying to end the strike? What is the difference in the amount of money you 
spent and the annual amount money spent on mass transportation before the strike? 


Extension 
¢ Locate a copy of your town's budget. Have students enter the data into a spreadsheet program. Assign different 
students as lobbyists for each item in the budget. Then have a "budget committee meeting,” where you or another 


student tries to reduce city spending. As each item is considered, have the student lobbyist for that item argue why 
the funding for his or her item should remain intact. 


Simulation 3: Laying Down the Law 


Objectives 


¢ To introduce the concept of ordinances. 
¢ To investigate the effects of ordinances on a city. 


The Activity 
In this simulation, students will examine some of the city ordinances that exist in SimCity 3000, and predict the 
positive and negative effects of each one. Then they will devise an experiment to test their predictions for one of the 


ordinances. 


Have students perform the following actions: 


1. Start SimCity 3000 and load Suburbia (a Starter Town that comes with the program). 


2. Select the Ordinances option from the Adjust & Review Menu to open the Ordinances Window. Click on the 
Advisor button for each department to be taken to the Advisor for that department. Read through the 
information on each ordinance. What are the positive and negative effects of each ordinance? Based on what you 
read, decide whether or not you might pass each ordinance. Record your answers on a separate piece of paper. 


3. Select one of the ordinances from your list. Predict the effects of passing the ordinance on the following: 
* power or water consumption 
e garbage production 
e — public safety 
¢ health and/or education 
° — traffic 
e pollution 
e population growth 
* city income 
* city expenditures 


4. Design an experiment to test your predictions. Include which factors you need to watch during the test, and 
which factors will be controls. 


5. Run your experiment. Record your results. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 
e Did your experiment support your predictions? Why or why not? 

¢ How might your test be changed to make it more accurate? 

¢ How do people test ordinances in real cities? 


Extension 
¢ Locate a voter information pamphlet for a recent or upcoming local election. Assign two (or more) students to 


research one of the laws or ordinances. Have students debate the pros and cons of each issue in class, and then 
have the class vote on the issues. 


Simulation 4: Let's Make a Deal 


Objectives 


¢ To learn about the fiscal impact of import and export deals with neighboring cities. 
¢ To learn how to connect with neighboring cities in SimCity 3000. 


The Activity 


In this simulation, students will first connect with a neighboring city to arrange for possible deals involving garbage 
disposal. Then they will run the simulation until they have excess or insufficient resources, and the neighbor offers a 
trade deal (deals can only be initiated by the neighboring city or cities). Once a deal is offered, students will save the 
game. Next, they will run the simulation twice, once after accepting the deal and once without accepting the deal, 
and compared the results of the two simulations. 


Have students perform the following actions: 


10. 


11. 


12; 


13. 


Start SimCity 3000 and load Suburbia (a starter town that comes with the program). Select the Preferences 
option from the Change Settings & Exit Menu. Disable Disasters, then click on the checkmark to close the 
Preferences Window. 


Use the Road tool to extend the road at the south-east end of the city all the way to the south-east edge of the 
map. When the dialog box pops up asking if you want to connect to the neighboring city, record the price of the 
connection, then click on Yes. 


Click on Run Simulation to start the simulation. Keep an eye on the News Ticker in the Information Bar. When 
you see a news item regarding a possible trade deal with your neighbor, pause the simulation. (Note: If a news 
items does not appear within the first year, pause the simulation and open the Meet Window to see if any deals 
have been offered.) 


Open the Meet Window. You should see the deal (or deals) the neighbor is proposing in the window. Double- 
click on a deal to get more information about the deal. 


Record the following information about the deal: 

¢ — Does the deal involve export (your city is selling a service to the other city) or import (your city is buying a 
service from the other city)? 

¢ How much of the item will be imported or exported each month? 

¢ How much will you have to pay or be paid each month? 

e What is the penalty if you terminate the deal early? 

e What are the possible advantages and disadvantages of accepting the deal? Declining the deal? 


Close the window without accepting or rejecting the deal. Then save this city as NewDealCity. 


Simulation A: Restart the simulation. Open the Meet Window. Double-click on the deal. Then click on Reject 
to reject the deal. 


Run the city for a year, then pause the simulation. Select the Budget option from the Adjust & Review Menu to 
open the Budget Window and record the following information: 


e — If the deal was for import: The total year end income and the amount of income from neighbors. 
e If the deal was for export: The total year end expenditures and the amount of expenditures to 


neighbors. 


Open the View Data Window and click on the Charts button. Then click on Garbage. Record the total amount 
of garbage produced annually. 


Do not save this city. 


Simulation B: Reload NewDealCity. Open the Meet Window. Double-click on the deal. Then click on Accept 
to accept the deal. 


Run the simulation for a year, then pause the simulation. Select the Budget option from the Adjust & Review 
Menu to open the Budget Window and record the following information: 


¢ — If the deal was for import: The total year end income and the amount of income from neighbors. 
e If the deal was for export: The total year end expenditures and the amount of expenditures to 


neighbors. 


Open the View Data Window and click on the Charts button. Then click on Garbage. Record the total amount 


of garbage produced annually. If the deal was for import, how much of that garbage comes for the neighboring 
city? If the deal was for export, how much of the garbage goes to the neighboring city? 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 

e Assume the deal you made lasts for five years. How much will you make or spend on the deal during that time? 
How much extra garbage will you import or export during that time? 

¢ Does the deal you made make fiscal sense? Why or why not? 

e What other elements in the city might be affected by the deal you made? 

e¢ What are some other possible solutions you might have tried to either generate income or decrease the amount of 
garbage in your area? 


Extension 
¢ Have the students investigate other types of neighborhood deals by connecting power lines and/or water pipes with 
a neighboring city. Then have them repeat the simulation. 


e Have the students read through some of the local business deals that are offered by petitioners in the program. 
Which deals would they make? Why? 


Simulation 5: Everything Old is New Again 


Objectives 
¢ To investigate the effects of urban renewal on land value. 
The Activity 
In this simulation, students will open a preexisting game in SimCity 3000, knock down old buildings in a residential 
area, and then experiment with three different ways of changing the land value of that area: adding recreational 


and/or cultural facilities, rezoning the area to a higher density, and rezoning the area for a different use. 


Have students perform the following actions: 


1. Start SimCity 3000 and load Riverland (a Saved City that comes with the program. Select the Preferences 
option from the Change Settings & Exit Menu. Disable Disasters, then click on the checkmark to close the 
Preferences Window. 


2. Use the Query Tool or the Layer Views tool to locate a residential area of low land value and of low or medium 
density. Then zoom in and view the different buildings in the area. In general, what type of buildings exist? Do 
they look run down or clean? Are there any abandoned buildings? Would you want to live in this area? 

3. Select the Bulldozer tool and bulldoze all the buildings in that area. 

4. Save the game as NewRiverland. 

5. Simulation A: Add a few parks, fountains, playgrounds, historic buildings, or anything else you think the Sims 
might like to the area that you bulldozed in Step 3. Run the simulation for one year (SimTime), then pause the 


game. 


6. Use the Query Tool or the Layer View tool to check the land value of the area. In general, is the land value 
higher, lower, or the same as before? 


7. Zoom in and view the different buildings in the area. In general, what type of buildings exist? Do they look run 
down or clean? Are there any abandoned buildings? Would you want to live in this area? Why or why not? 


8. Do not save this city. 
9. Simulation B: Reload NewRiverland. Rezone the bulldozed area for a higher density—that is, if it was a 
medium density section, zone it as a high density section. Or if it was a low density section, zone it as a medium 


or high density section. Run the simulation for one year (SimTime), then pause the game. 


10. Use the Query Tool or the Layer View tool to check the land value of the area. In general, is the land value 
higher, lower, or the same as before? 


11. Zoom in and view the different buildings in the area. In general, what type of buildings exist? Do they look run 
down or clean? Are there any abandoned buildings? Would you want to live in this area? Why or why not? 


12. Do not save this city. 


13. Simulation C: Reload NewRiverland. Rezone the bulldozed area for commercial or industrial use. Run the 
simulation for one year (SimTime), then pause the game. 


14. Use the Query Tool or the Layer View tool to check the land value of the area. In general, is the land value 
higher, lower, or the same as before? 


15. Zoom in and view the different buildings in the area. In general, what type of buildings exist? Do they look run 
down or clean? Are there any abandoned buildings? Would you want to live near this area? Why or why not? 


16. Do not save this city. 


FOLLOW UP: Have the students use the information they recorded to answer the following questions: 
e Did adding recreation facilities change the land value? Why or why not? 

e Did rezoning the area for a higher density change the land value? Why or why not? 

e Did rezoning the area for a different use change the land value? Why or why not? 

e Why might a city want to try to increase the land value of an area through urban renewal? 


Extension 
e Have students research the concept of historical preservation. What happens when a building or area is labeled an 
historical site? What types of buildings or places are preserved? Does it cost money? Ask students to choose a 


building in their area as a possible historical site. Then divide the class into two groups, and have one side argue 
the pros of preserving the site, while the other side argues the cons. 


Part 3: Blackline Masters and Resources 
City Planning and Design 
Simulation 1: Basic Building 101 


BEGIN THE GAME 
1. Start SimCity 3000. 
You can make skip the opening movie by clicking the mouse button while the movie is playing. 


2. The first screen you'll see is the Opening Menu screen. From here you can choose to start a new city, load a 


saved city, load a starter town, or load real-world terrain. 
To start a new game, click on START NEW CITY. 


3. | Now you'll see the New City Options screen. From here, you can choose a difficulty level—easy, medium, or 
hard. You can also decide the year in which to start your city and the city size (the total number of tiles in the 
city). For this activity, you're going to use the easy game option, and build a small city with a start date of the 


year 2000. 
New City Options fes 
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Make sure the EASY game option is selected. Then select a start date of 2000 and the SMALL city size. 
Type in the City Name of BASIC CITY and your name in the Mayor Name box. Once your city options 
are set, click on the checkmark. 


4. The next screen you'll see is the Terrain Selection screen. This screen lets you pick the terrain for your city. 
Clicking on any of the four edges of the Pick Features Map cycles between a coastline and a neighbor border. 
Clicking on the Map Center of the Pick Features map cycles between dry land, rivers, lake, and a mountain. 
You can use the sliders to increase or decrease the amount of mountains, water, and trees in the area. If you 
make any adjustments to the map, you must first click on Re-Generate Terrain to display the new map. 


For now, click on ACCEPT THIS TERRAIN to accept the current terrain. 


SELECT AN AREA TO BUILD 


1. Let's start by getting oriented in the area. To do this, take a look the Navigation Map 
in the View Panel at the bottom-right of the screen. 





The Navigation Map lets you see your whole city, instead of just part of it. The red rectangle shows what part 
of the city you are seeing in the City View Window. 


2. Click on a Jand area in the Navigation Map—you'll see you automatically move to that area in the City 
View Window. Move around until you find a large, open area in which to build your city. 


Note: You can also use your mouse to move around the City View Window—just click and hold the right 
mouse button. Then move the mouse in the direction you wish to scroll. To center your view on your cursor, 
click once using the left mouse button. 


3. Zoom in one level using the ZOOM IN button in the View Panel. 


SET UP ZONES AND ROADS 


1. As you can see, your city is just a bunch of dirt and water right now, so let's start by establishing some zones— 
places where your Sims can live, work, and shop. 


Click on the ZONE button [icon] on the Main Toolbar. A menu of zoning 
buttons will pop up. Click and hold the RESIDENTIAL button. You'll see |) Raa "\AMacs 
a submenu of zone densities appear. Move the cursor to highlight Light 
Residential. Then release the mouse button. 





Residential areas are where your Sims live. The density of the area determines what types of houses can be 
built (such a single-family homes or apartment buildings), and the total number of Sims that can possibly live 
in that area. 


2. Move the cursor to the City View 
Window. Click and hold on a tile 
within the area. Then move the 
cursor to drag out a square 
residential zone that is 8 tiles long 
and 9 tiles wide. Release the mouse 
button to create the zone. (If you 
change your mind about the 
placement of the zone before you 
finish placing it, you can cancel the 
action by holding down the SHIFT 
key as you release the mouse button.) 





Notice that creating the zone cost you money—the Fund jas] ss NEEEESENITETrRTEr oteet ment ey ntl tte 
in the Information Bar is now less than $50,000. You 
can use this indicator to keep help track of how much Pop: 0 $49,280 1/1/2000 
you're spending (or making) on your city. Basic City 
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You also can't move zones once you've placed them—the only way to get rid of them is to use the De-Zone 
tool. Using this tool costs you money, plus you have to pay again to rezone the area, so it pays to think things 
through before placing a zone. 


3. Click and hold the COMMERCIAL button, and select Light Commercial from the submenu. Place an 8 
x 9 commercial zone next to the long side of the residential zone. The commercial zone is where Sims 
will build shops and offices. 





4. Click and hold the INDUSTRIAL button, and select Light Industrial from the submenu. Place an 8 x 9 
industrial zone next to the long side of the commercial zone. This industrial zone is where Sims will 
build factories, industries, and warehouses. 


You should now have a layout that looks like the following: 





5. Now that you've provided an area in which your Sims can build, you need to add a way for them to get around. 


Click on the BUILD TRANSPORTATION button [icon] on the Main Toolbar. A menu of transportation 
buttons will pop up. Click on the ROAD button to select the Road tool. 


6. Move the cursor to the City View Window. 
Click and drag to create a road along one side 
of the zoned area. Add additional roads to 
form a rectangle around the zoned area. Then 
add a single long road that runs through the 
middle of all three zones, as shown. 





SET UP UTILITIES 


1. There are several utilities that are essential to your Sims' lives—power, water, and garbage disposal. Let's start 
by adding a source of power to the area. 


Click on the BUILD UTILITIES button [icon] on the Main Toolbar. A menu of utilities buttons will pop 
up. Click on the POWER PLANTS button to open the Power Plants Window. 


The Power Plants Window contains a selection of different power plants. Because this city started in the year 
2000, you'll have a large selection of plants from which to choose. If you had started this city in an earlier year, 
you'd have a very limited selection. 


2. Select the SOLAR plant and click the checkmark to close the window. Move the cursor to the City View 
Window near your zoned area. Place the power plant by clicking on a tile just slightly away from your 
industrial zone. 





Normally Sims don't like living near power plants (would you?), but for this simulation the actual location of 
the power plant is not important. 


3. Next you need to run wires from the power plant to the zones. 


Select on the POWER LINES button from the BUILD UTILITIES button menu. Click and drag to 
draw a line of wires from the power plant to at least one point in any of your zones. 





Note that you only need to place a power line in one of your zones—any building or zone placed within two 
tiles of an already powered building or zone automatically gets power. 


Now let's add a water supply to the area. 


Select on the WATER STRUCTURES button from the BUILD UTILITIES button menu. This will open 
the Water Structures Window. Select the WATER PUMPING STATION and click the checkmark to 
close the window. 

Water Pumping Stations hold and pump water to your city. The catch is that they must be placed within two 
tiles of fresh water in order to work. Luckily you have a nice river full of fresh water in this area. 


Move the cursor to the City View Window next to the river in the middle of the area. Place the pumping 
station by clicking on a tile along the river. 





To get the water from the pumping station, you need to add water pipes. 
Select on the WATER PIPES button from the BUILD UTILITIES button menu. 


You'll see that after you select the Water Pipes tool, the view of your city changes—you are now looking at the 
Underground View of your city. This view shows you all of the structures that are providing water, as well as 
how your pipes are laid out. 


Click and drag to draw a line of pipe from the water pumping station to your zones. If necessary, add 
additional pipes off the main pipe so that all the tiles in the city are within seven tiles of any part of a 
pipe. 


Pumping stations also need power in order to run. To add power lines, you need to return to the regular City 
View Window. 


Click on the LAYER VIEWS button in the Information Toolbar at the bottom of the window. Click on 
the DEFAULT VIEW button in the View City Layers Window. Then click on the checkmark to return to 
the above ground view of the your city. 


View City Layers 
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8. Select on the POWER LINES button from the BUILD UTILITIES button menu. Click and drag to 
draw a line of wires from the power plant to your pumping station. 


9. Next, let's add a way for your Sims to get rid of all the garbage they produce as they go about their daily lives. 
Click on the ZONES button, and then click on the LANDFILL button from the Zones button menu. 


Locate some land near your zoned area that is also next to a road (garbage trucks need a way to get to 
the landfill). Click and drag to create a 2 x 2 zone for your landfill. 





SAVE YOUR CITY 


1. _ Before you watch your city develop, you need to save this city for future use. To do this, click on the 
CHANGE SETTINGS & EXIT button, then click on the SAVE button to open the Save City Window. 
When asked to name the game, type in BASIC CITY. Then click on the checkmark to save your game. 


BRING YOUR CITY TO LIFE 
1. | Now that you've set up your city, it's time to bring it to life. 
Click on the RUN SIMULATION button in the Information Bar to turn the simulation on. Adjust the 


speed at which the simulation runs by clicking on the SIMULATION SPEED CONTROL button. You 
can see how much time has passed by looking at the DATE indicator on the Information Bar. 
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You can also pause the simulation again at any time by clicking on the PAUSE SIMULATION button in the 
Information Bar. 


2. To protect your Sims from harm as your city is developing, you should make sure that no disasters occur during 
the game. 


Click on the CHANGE SETTINGS & EXIT button, then select the PREFERENCES button to open the 
Preferences Window. Click on the button next to the DISASTERS option to disable the Disasters option. 
Then click on the checkmark. 


General Options: City Options: 
| Show tips at startup _)Disasters 
lM] Auto Budget 
lM) Auto Go To Disasters vj 





TAKE A LOOK AROUND 


1. Let's take a look at how your city is developing. 


Use your cursor or the Navigation Map to move around the City View Window. You'll see that Sims are 
busily building and moving into homes, offices, and factories. Click on the ZOOM IN button in the View 
Panel to get a closer look at the Sims themselves. 


2. To get detailed information about your city, click on the ADJUST & REVIEW button in the Main 
Toolbar. Then select the QUERY button from the button menu. Click on different areas of your city 
with the Query tool—you'll get lots information about the building or area. When you're done looking 
at the information, close the Query Window by clicking on the checkmark in the lower right corner. 


3. You can also get detailed information about your city as a whole using the View Data Tool. 


Select the VIEW DATA button from the ADJUST & REVIEW button menu. When the View Data 
Window opens, click on the different View Data Map buttons on the left. These maps show how specific 
areas of your city are functioning. When you're done looking at the information, close the window by 
clicking on the checkmark in the lower right corner. 


4. To learn more about the wants and needs of the citizens of your city, you'll want to talk to the city advisors. 
The advisors will give you up-to-the-minute information on issues relating to their departments. 


Click on the MEET button to open the Advisors and Petitioners Window. You'll see there are seven 
Advisors. Select the Advisor you wish to meet by clicking on his or her picture in the top half of the 
Advisors and Petitioners Window. 


You'll see that each advisor has a list of relevant News Topics, Briefings, and Ordinances he or she can discuss 
with you. 


Choose the type of information you wish to discuss from the selection box, then select from the list of 
relevant topics by double clicking on a message. Close the Window by clicking on the X at the top right 
corner. 


5. | When you have finished exploring your city, exit the game by clicking on the EXIT button from the 
CHANGE SETTINGS & EXIT button menu. You will be asked if you want to save your current city. 
Click on NO to exit the game. 
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Selected City Data Reference Sheets 


Chicago New York San 
Francisco 
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ESTABLISHMENTS 
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Wholesale Trade 
# of Service Incustr 
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Means of Transportation 
% drive alone 
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Sources: US Census Bureau; Federal Bureau of Investigation; National Center for Education Statistics; American 
Community Network; City Web Sites for Chicago, Houston, Miami, New York, San Francisco 
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Resources 


In addition to this Teacher's Guide and your own ingenuity and classroom experience, there are a number of other 
resources to help you use SimCity 3000. 


° The Reference Guide that comes with the software. This guide also contains a step-by-step tutorial. 


° The SimCity 3000 web site (www.simcity.com) contains a wealth of information about SimCity 3000, 
including articles on maximizing different features of the program. In addition, you will find new real-world 
terrain maps as well as established cities available for download at this site. 


You may also contact us directly: 


MAXIS 

2121 N. California Blvd., Suite 600 
Walnut Creek, CA 94596 

Tel: 925-933-3630 

Fax: 925-927-3736 


EA TECHNICAL & CUSTOMER SUPPORT 
PO Box 9025 

Redwood City, CA 94063-9025 

Tel: 650-628-4311 

Fax: 650-628-5999 

Hint Line: 900-288-HINT (4468) 


WORLD WIDE WEB 


http://www.simcity.com 
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